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Indiana	University‐Purdue	 University	 Fort	Wayne,	 Division	 of	 Organizational	 Leadership	
and	Supervision	
Abstract:		In	our	program,	we	were	required	to	complete	a	course	entitled	Leadership	for	
Team	 Development.	 	 This	 course	 was	 a	 flipped	 course	 with	 readings,	 videos,	 an	 ignite	





played	 nine	 very	 different	 games.	 	 	 Feedback	 from	 the	 professor	 and	 from	 the	 gamers	
indicated	 that	students	 in	 the	class	were	 thinking,	 laughing,	and	engaging	 in	 the	 learning	
process.	 After	 the	 games,	 we	 were	 required	 to	 write	 an	 individual	 paper	 that	 included	
metacognition	and	extension	to	the	workplace.		
In	this	session	we	have	two	student	teams	presenting	results.		The	games	we	will	showcase	






team	 effectiveness,	 yet	many	 assume	 that	 holding	 vague	 roles	 allows	members	 to	more	
readily	 share	 information	 and	 ideas	 (Gratton,	 Erikson,	 2007).	 We	 aim	 to	 prevent	 this	
common	misconception	by	examining	the	disadvantages	of	leaving	individual	team	member	
roles	 undefined.	We	 also	 explore	 possible	 consequences	 of	making	 assumptions	 and	 the	
value	of	asking	questions.	This	game	illustrates	problems	with	relying	solely	on	the	task‐













account	 for	 in	a	professional	 setting.	 	Hidden	Agendas	are	basically	what	people	actually	
want,	not	what	they	say	they	want.		Not	all	hidden	agendas	should	be	surfaced.		Empowering	
members	 of	 the	 team	 can	 yield	 more	 diversified	 and	 complete	 decisions	 and	 projects.		
Empowered	teams	decide	“how	to	do	it”	but	also	whether	the	tasks	should	be	done	at	all	
(Ford	&	Fottler,	2001).	 	Finally,	with	‘Devil’s	Advocacy’	a	common	misconception	is	that	a	





work	collaboratively.	 	We	also	know	that	 increasing	knowledge	of	 team	design	and	 team	
development	 issues	 enhances	 that	 collaboration	 and	 ultimately	 increases	 the	 success	 of	
projects	they	complete.		Creating	physical,	board	games	or	online	games	to	teach	concepts	
insures	that	we	understand	the	concepts.		Holding	a	‘Game	Night’	with	a	debrief	for	students	
should	be	an	engaging	learning	experience	that	is	remembered	for	a	long	time.	
	 	
